INGCEUDES A FREE MAGIC: THE GATHERING CARD 


OMORE tel 


Z 


DIRECT SALES 


EXPAND YOUR POWER Ih 


rina 


ext 
p Gat 


(US 
CA 


C 


WENT tania sty 


he Star Trek: The Next Generation® 
Customizable Card Game has something no other 
collectible card game can claim: missions, dilemmas, 
events, artifacts and personnel from the Star Trek: The 
Next Generation® universe. Experience the powerful abil- 
ities of Federation, Klingon and Romulan crews! With hun- 
dreds of cards and an infinite number of offensive and 


defensive strategies, these cards will appeal to collectors, 
game enthusiasts and STAR TREK® fans alike. 


To start a game, you size up your opponent trying to figure 
out whether he’s playing with Federation, Klingon and/or 
Romulan forces. Select your affiliation(s) and the missions 
you hope to accomplish. Then customize a deck of 60 cards 
that includes the ships, personnel and other cards needed to 
complete your missions. Your opponent does the same. The 
adventure unfolds before your eyes. 


Your opponent is a worthy adversary. He's developed a 
powerful strategy and placed dilemma and artifact cards in 
strategic locations to thwart your efforts. That's okay. Since 
the cards possess a ‘‘rock, paper, scissors’’ relationship, there 
are ways to overcome those aggravations. To win, you must 
overcome dilemmas and complete missions by moving your 
ships along a spaceline the two of you have created. The 
winner is the first player to score 100 points or have the 
highest number of points when one player's deck is depleted. 
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Po VER IN THE UNIVERSE 


While your opponent may have a strong strategy, neither 
of you know when certain cards will come into play. An 
intriguing randomizing element is created when your cards 
are shuffled prior to playing. By developing a fresh strategy 
and custom deck before starting the game, each game will 
be a totally unique STAR TREK® adventure. 


There ts unlimited depth to this game. The universe of 363 
cards is available in randomly-assorted starter sets of 60 
cards and expansion sets of 15 cards. Cards are common, 
uncommon, rare, or ultra-rare. (Starter sets are usually a 
little less expensive per card, but there's a higher probabili- 
ty of getting rare cards in expansion sets!) Also, other 
exciting cards are in development for future editions and 
expansions. The first print run of Star Trek: The Next 
Generation® Customizable Card Game is a Limited 
Edition, signified by a black border on the face of each 
card. Regular printings will have a white border 


Prepare yourself for a powerful experience in a universe 
with endless possibilities! 


DECEPHER ENC. 


The Art of Great Games 


TM, ® & © 1995 Paramount Pictures. All Rights Reserved. STAR TREK: THE NEXT GENERATION is registered trade- 
mark of and all characters and related marks are trademarks of Paramount Pictures. Decipher Inc. Authorized User. 
Package and contents copyright © 1995 Decipher Inc., RO. Box 56, Norfolk, Virginia U.S.A. 23501-0056. All Rights 
Reserved. Customizable Card Game, Expand your power in the universe and The art of great games are trademarks 
of Decipher Inc. Gameplay by Technical Game Services. 


Deep in Northern TERIGIARE 
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|° The Shaman ORIEL KJELDOS is not afraid-- 

| she is DETERMINED. Though the icé crashes 
behind her, and the } iSieoai air grows rank 
around her, she wil rot be st . 
when she bears such heavy tidings. 


Not when the MAGLE - 
born of the ICE AGE 
rallies to defend her 


ICE AGE ON THE WORLD OF MAGIC: THE GATHERING™ Vol.1 No. 1, July, 1995. ©1995 Wizards of the Coast, Inc. All rights reserved. Published under exclusive 
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Gathering is ™ & © 1995 Wizards of the Coast, Inc. All rights reserved. All characters herein and the distinctive likenesses thereof are trademarks of Wizards of the 
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COMICS SURVEY 


We need your help to bring you the best Magic: 
The Gathering comics possible! 


Please answer & return this survey by June 1, 1995. 
As a reward, all participants will be sent a full color 
Magic poster as well as the final results of this survey! 


1. Which card games do you play? (Please list all.) 
Doom Trooper ___- Jyhad ~___—‘Iiluminati__— 
Magic ____ On The Edge ____ Spellfire 
Star Trek Wyvern Other None 


7. Which Magic card, character or expansion 


i ? : : : ) 
a. How many Mage cards 1) you own! series would you like to see as a comic book? 


100 orless_——s-101-250 251-500 
501-1000: 1001-2000 _ 2,001 or more 


3. Have you ever attended a gaming convention (Use extra paper if necessary. We will read all suggestions.) 
or Magic: The Gathering tournament? 
Ves No 8. Which Magic card artist would you most like 


to see do a cover for a Magic comic title? 
4. Would you be interested in joining a Magic: 


the Gathering fan club? 
eo. Mie 9. Which Video game system(s) do you own 


5. How many comic books do you buy per month? IBM PC ___ Nintendo ___ Super Nintendo _ 
none__ 1-5 __ @10__11-15__16-20 Sega ___ Sega CD ____ Other 


21-30 31-50 51-99 100 or more 


10. How can we make our new line of Magic: The 


Magic: The Gathering is © & trademark 1995 Wizards of the Coast , Inc. 
BRB BB RBBB RBBB RBBB RRP RRB BRP RBERRPRRBRERP RRP RPRPRPRP BERBERS RP ER RPRERERSEERPRE BREE RPRBRPRBRERPRPRERR RRR 


6. What are your top three favorite comic titles? Gathering comics even better? 

1, 

2. 

3. (Use extra paper if necessary. We will read all suggestions.) 
Name: Date of Birth: Sex (M/F): 
Address: City: 

State: Zip Code: Country: 


mi YES! [have enclosed $1. Please count my survey & send my full color Magic poster plus the survey results. 


Send $1 & survey to: ”. MAGIC SURVEY - P. O. BOX 165-M- GAINESVILLE, VA 22065 
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IY mariska, WE HAVE BEEN AT \_/ WHETHER OR NOT * YOU KNOW 
HINA TH FOR MALE THE Eve! KIELIOS |5 RIGHT-- NOTHING! € 
Hurn of Clare \ A VOTE Was = 4144 == 
Fear. : WITH ZILGETH GONE, I AM 
: 7 MKOS MILITARY COMMANDER, 
CLAN PEARL FINALLY STANDS 
PROUP STI WILL OT 


THERE, 
SAW TRUTH IN THE 
SHAMANS WORPS.. 


BUT YOU DIP NOT EVEN 
HAVE THE COURAGE TO STAN? 
) AOGLUMST THE KING. 


G Y 
rae 


Y IT 18 YOU WHO are WV THE PLANeswaLKER ‘ 
NOUVE, BELOVED. , EREVALISE 15 FIRST IN 


: \ AND IF WE REMAIN IN THI6 JOE" 
et N / PUT MUCH LONGER, I FEAR WE WILL 
r awh AN \ LO6E MLCH MORE THAN OLIR PRIDE, 
f 


WE ARE A REASOMABLE 7 THERE ARE LAWCKER WHEN WA6 THE LAST VI 
PEOPLE--BLIT THE TIME FOR FORCES AT WoRI HERE, “MH TIE A WORM ATTACKED 
PHILOSOPHY 1S OVER. ACTION CARTHALION. 60 CLOSE © ANP 

MUST BE TAKEN, % ZILGETHS DEATH? 


The Temple o. 
Clan Emerald 


, DEFY THE KING ANP RLIN 
OE MLS, 4 AWAY FROM STORGARD, 
JASON. “ p 


By YOU'RE SAYING WE SHOULD 


d T THINK 
y THERE CAN BE REASOW I UNDERSTAND, 
IN ACTION, MY CHAMPION. 
WE MUST LSE OUR 
RESOURCES. ,,COTO 
OUR FRIENAS. 


WHAT DIFFERENCE 
CAN MAKE. 


= 


Deep within King Mtkos THE OLD WITCH STIRS LYSBSEN/T 

PRAYER CHAMBER, the IN YOUR KINGZOM, MIKO. THOSE 

most. forbidden of al/ MOST LOYAL TO ALL THAT YOU'VE 

rooms in the Falace of ; be BUILT HAVE BEEN GIVEN 
PAUSsse. 


6 IT NOT your 
CHARGE TO UPHOLD THE 
LAST OF THE FALLEN 


see 


= 
te 


z 


< 


TEVESH SZAT-- 

YOUR COLINCIL HAS SERVED 

ME WELL FoR MANY 
EARS... 


on CL 


«BUT TONIGHT YOU 
OPFENMP ME. MY PEOPLE 
DEFY THE COLD WITH THICK 
SKINS-- BUT ALSO WITH 
FIONOR, LOYALTY. 
INTEGRITY. 


LEVEN NOW, CLAN L YOU MUST | SSSQUELCH THE 
Cece FLOTSES co SESTRIKE YOWN THIS ET ne THAT THE MANY ff 


AGAINST YOU. PISCORG MKC... MAY SURVIVE, 


4 PANIC BORN 
OF THIG LUNATIC'O 
VIBIONS CALISES THEM 
10 ABANP ON CLL 
OF OUR CHERISHEP 
VALUEGSS. 


rl for the Apocalypse 


SHE'S COMING SPRING ‘95 


q TISTS PICTURES INC, ALL RIGHTS RESERVED. 
r 


is 


: } ak 
For more on TANK GIRL check out THE LION’S DEN on the INTERNET http://digiplanet.com/MGM 
‘ 
f: 


"THE KINGPOAA : WE USED To BELIEVE 
STILL LOOKS SO PEACEFUL , THE GLACIER WAS A CLOUD 
AT SUNSET. i COME POWN ous FROM 
HEAVEN, 


Now ITS 
z NOTHING BUT 
4 A MOWVSTER, 
i CRUSHING LIS A 
H jg, FEW FEET ATA 
Vo You TIME, YEAR AF- fi 
REMEMBER = eR ; 
HOW I'D TAKE 
YOU UP HEE, 
AND we'v? 
FIGHT IN 
THE SNOW? 


ANP DISCOVERED OLE 
HERITAGE, JACE. 


WE MUST BE 
E, AND FACE 
THE MONSTERS, 


THE WAY 
MY MOTHER 
AND FATHER VID? ¥ 
ANP THEE 
PARENTS? AT THE 
COST OF OUR 
LIVES? 


DO You 
REMEMBER 
YUE, FREYALIGE? 
YOU GAVE ITTO ME at 
MY MOTHER'S PYRE... 


YOU SAID 
THAT IT 6EALED OUR 
FRIEMCSBHIP FOREVER , 
THAT IT WOULD PROTECT 
US-- BRING US WARMTH, 


2, CANNOT 
BE FALILTEP FoR 
FIGUTING-- UNTO 


Mla 


iy AN 
‘116 BEST 
YOU LISTEN TO 
YOUR SHAMAN -- 
LET THE KINGS 
GUARD LOOK IN- 
10 THIS 
TRAGEDY. 


WHAT WAS 
THAT 7! 


In the hour that followed, 
the /ifeless bodies of 
sixdeen were pulled from. 
the rubble-- 


AN 
EXPLOSIONS 


ONYX: 
SAPPHIRE! THIS 
'8 MURDER! 
TREASON! 


i) E PEOPLE OF 
YY STORGARP ARE NO 
Wh LONGER POseEseE? 


OF FREE WiLL! 


--YOu 
RIOTING, . MUST HELP }* 
JABON-- A ME / a 


Freyalise TAPS the sand 

beneath their feet-- fel/i 
dozens,as FEEMAFEOS 
el CUTS LO Cozing mud. 


“Uy suoeoluNWUIOd 1aBeAO/ GEBLO-8 yu St UVMONYW O-X 8 HO. ISIAH. |{-9uj SuoqeotunUUIED 1a6eA0A: p661 © F DU] SUONZOIUNUUWOD ieBeKo, jo WeWIeDEN SaleisiBes e St LOHSCOO7S ut suoneoiunucS JOGRAGA ¥ Sup ‘AuedWOD Buusighd WeIseM S66i O 8 Sul Auedwicg Guiysigng Waysa,y jo weepeA pereysiBdi eS! WOLY SHi JO NYW HYTOS OUI Sucgecunundon seBehon saat 
= . se = 


im 


ity 
1; 


i? & 
|_| 


, 


] 


Fil 


DOMES 4G wm 
rere 
“» 


gE 


a WALLOWING IN FILTH 1 WiLL 
RUE THO DAY’ 


i HUMBLE, 
MAY BE-- BUT A KING'S 
COMMANPMENT 16 
LITTLE GALVE UPON 
TOVAY'S WOUNDS, 


OY ey THE EBOK MANE THIS QUARREL ~ 
Gh AAu8T END. IF NOT BY CONTEST--THEN 
BY THE BLADE, I GAY. 


ARE FORMIDABLE, WE DEFINE HE PLAINS To THE SOUITH~ 
THE GOP4S Have OURSELVES BY POWERFUL manne — ANP PLL WITH ICE MAGIC 
FORESEEN THI, MACICS, C6 WELL. BOTH SIPES WILL * UNTIL ONE I6 TRAIMPHANT 
AND GRANTED SELECT A wANP THE OTHER IS , 
ME WKEPOM-- CHAMPION, ONE 
WHO6E COMVICTION 
ESTION, 


No BLapes/ ) “THOUGH OUR WEAPONS “Eo THEY WILL MEET ON 


BUT 6HAMAN-- THIS I6 \ 
THE BOW OF THE NORDIC 
WARRIOR, ANP YOU HOLD 
THE SYIELP? OF PRINCE 
BILIK1B-- THEGE RELICS 

ARE FORBIPPEN TOLI6.” 8 


THE WIFE OF 
MIKO'S GERGEANT- 
AT-ARMS HAS MANY 

1 LRIVILECES, 

CARTHALION, 


I TOOK THEM 
FROM THE Gace \\ 
COLACIER DURING 
THE CHAOS LAéT 


YOU ARE CLEARLY 
Witeete 
IMFER 
JASON. 


HEN WE 
ARE REDUCEP To 


THIEVERY. 


HOUSE EMERALDS 
PESTRUETION WAS NO 
ACCIPENT, JA6ON-- IT WAS 

POWERFUL MAGIKC. 


Ps 
X! 
4 


YOU WILL HAVE To ¥ Va 
AULL HER, JASON. 
iN : . , , / 
: P 
\ 


se 


BUT TONIGHT WE 
BESTOW UPON YOU 
ED 
BOW ANP THIS 
SAIELP TO BRING 


YOU THE GLIMMER OF | 
A CHANCE, i 


YOU WILL HAVE TO BE ) 
MAGE, WARRIOR, AMP 
ZEALOT 10 ETRIKE \ y Vy 
DOWN THE LIKEé OF A Vp Ip? 
PLANEB WALKER, VY YG 


THE DUEL WILL 
NOT BE SEEN AS 
MOWOR BOUNP 
IF ONE OF YOU 
BETKAYS Your 
CONVICTION, AN? 

YIELDS. 


I'M SORRY, CHILE 
I KNOW SHE WAS 
ONCE YOUR FRIEND. 


x 
RSS 


lai. Mie 


AND IF LICH EVIL HAS 
ALLIED IT4ELE WITH OUR KING, 
THEN WE MUST VO WHAT IS * 

NECESSARY TO LEVEL THE 
FIELD OF BATTLE, 


fam 


16 NO OTHER 


. 


Gi 


wm LA 
MONSTER, 
ALISE? 
Zate afternoon, the 


next day. Or the 
TLINDEA to the south 


W 
\\ 


WAY 


The Champion of 
Clan Ruby grimy 
ureleashes a DEADLY 


“4 Ive BEEN : 
STCOVINE YARD, 
ALI6E, CAN You 

TELL 7 


Weare pounding in his Hest; 
Jason strives the ground, sume 
moning a creature whose B/TE 
& nore LETHAL than any HOTS, 


‘| 


TAKE HEr 3 a 


"# 
, ; 
Were see Hie ' A dark wird Cfows 
DUEL TOA .» We from over the frozen 
SWIFT END. Pet pias STEFFES to the east—- 


Sifting the, 

combatants into Wy 
Zhe sky with 
HUKKLCANG Ee 


WE'RE BEING = 


POMESTIC SE6CLIABBLES Seg. THe \ 
ARE BEST RESOLVE INTHE “oe wee es BN Togt 
HOME, MY FRIENPESE... W Lassst I SHart Have B 


A ee ’ 


WORLD they 
Erie. : 


ever 


eB 
the “cloud f1 
only 


toe VI 
SS 


wy, 


MW] FOLLY of their confsict... } 


X 
x 
ma 
33 


KZANON, Freyafises r 
bonded WOLVERING, 


“There Is a 
Black 
Born in 
- the Ghetto 
EVERY 
20 Minutes” 


PANTHER: 


THE MOVIE AND SOUNDTRACK 
COMING SOON. 


GRAMERCY 


bond the very Gowe/s 
of the MOUNTAING 
oround them, the Ku 
Champion pulla MAGMA 
from the carth- 


14 


\ 


ey, 


Firing ggry geysers |) ft 7 
of MOLTEN AVA hurr | po It, 


dreds of feet into the | W caetHALion--ReacH ™ 
rik INTO THE BLACKNESSS/ 
TAP». Ve! : 


NOW, Boy.’ 
AS SHE 
it he mh SOSTUMBLES-- 
TEVESH SZAT Ss mR ex RN HER HEART I6 
voice ia drowned H “SE UNGHARpER/ 


\ ZHUNMDER of the 
collapsing ghactem.. 


‘highest? bri. 
im DLORGARD crumbles 
; \ ; beneath Freya/tse's feet. 


cae | 
N 


STRINGSss6a 
MOMENT 700 LATE, SG 


1g 
La 


lON'T IT 
BEAUTIFUL? 


YOURSELE/ HELP THIS FOLLY 
METOFKTHIE YY BELONGS To us 
TERRIBLE i ALL, MY LOVE.., 

M\6TAKE / ; BUT THERE 14 


a YOu $ ALSO 
HAVE THE REDEMPTION... 
POWER. 


FOOLISH 


CREAN ERS. THEY 
WILL YE IN THE ICE 
AN? 4Now. 


AS 


\ : A 
| = \ 


Editor-in-Chief — 

Behold...Magic:The 
Gathering—The Shadow Mage ... 
Ice Age on the World of Magic: 
The Gathering, and the birth of 
Armada Comics! 

These first two 
publications are the corner- 
stones of a whole new direction 
for Acclaim Comics and for the 
y oa general. 


licensed produels as 
them with second-st 


Not us. : 
Our goa reating Armada is to — the 
highest q duct, destined to compete with the 


mous talent and tireless efforts, none of this w 
Along with his energetic Assistant 


ters column for Ice Age on the 
World of Magic: The Gathering. 
Now for those of you groaning 
at the above name, please under- 
stand that it is only temporary! 
But, unless some of you creative 
types out there come up with 
anything better, rm afraid you're 


ge were produced in 
he Coast, those crazy 
iat introduced the world to 
folks at WOTC are especial- 
ly excited about this project because it debuts the all- 
new magic of their next expansion set—Ice Age. 

__ Now, if you're unaware of this phenomenon we call 
Magic: The Gathering, just sit back and relax while I 
ou through. 


BOB LAYTON 4 


- Dominaria. Both players are | 


incredible . 


tain spells have neat little fast effects which can 


- which strategy he/she wishes to employ. aa 


ADDRESS ALL LETTERS TO: 
ICY MANIPULATIONS 
Jeof Vita - Asst. Editor 
c/o ACCLAIM COMICS 

275 Seventh Avenue 
New York, N.Y. 10001 


Magic: The Gathering is the nation’s hottest 
collectible trading card game. The game itself is a 
duel between two players who represent the most 
powerful magicians on t ntastic world of 
eswalkers who take 
turns casting spells that will bo h defend their ground 
and defeat theiropponent. 

Dominaria’s myriad lands produce five different- 
colored mana (black, blue, red, white, & gre 
which is the power source for Dominaria’s m 
Spells differ in their casting cost and power, and 


sgenay interesting. Players combine skill, st 


wish to utilize a creature-based attack and load 


direct-damage deck and use more red magic. Players 
who favor manipulative and deceptive game play 


_ universe. The latest expansion 


released this summer as a star 
means that you as a player can ch 


can join right in without missing a ste 

‘In fact, as an added bonus, the first two books 
this series contain actual Magic: The Gathering—Ice 
Age cards for you to begin your collection! Be sure to 
check out the Bone Shaman card painted by Anson 
Maddocks. This card is especially useful against those 
opponents who like to rely on regenerating creatures. 
It is definitely an advantage for those Red and Black 
decks. This is the first peek that players will get of 
some of the awesome powers that inhabit the frozen 
worlds of the Ice Age! 

But don’t fret. We won't be undertaking this journey 
into the frozen wastes by ourselves. We have a trusty 
guide on our side in the form of Shawn Carnes, a 
Wizards of the Coast Magic rules guru, who will be 
explaining the use of all these great new spells. 
Shawn will show off all the neat combinations that 
we use in the story and provide you with strategy tips 
for you to use in your next Magic duel! 

All we ask is that you read the book. The Armada 
team has really put heart and soul into this book to 
make it look spectacular, and I think we succeeded. 
Next up, write in and let us know what you think. 
My name is Jeof Vita, the Assistant Editor for the 
series. 1m here to answer all your comments, ques- 
tions and suggestions about the books. By the way, 


I'm also an avid Magic player, so if you have any ideas 
for awesome spell combinations that we caii use in 
please send ‘em on in! 

So, to make sure that we get the ball rolling, we're 
holding a contest! The writer of the best letter will 
receive an original piece of art commissioned exclu- 
sively for this contest. One winner will be selected 
vk ae The Shadow Mage 
Each plgke of art will be drawn’ by the DP dipective 
series artists. Val Mayerik does the honors for 
and Rafael Kayanan handles the Ice 


On behalf of the Armada team, I'd like to thank you 


for picking up this book. I hope you enjoy it half 


much as we've enjoyed creating it. So—come with me 
step into—The Ice Age! 


Worm is in some serious trouble; thi: 
(I'm not sure if this is true...your guess | 
mine, here!) when they appear to be Gian 
Check out how huge they are! 

Anyhow, the Worm starts making its way hrou 
the horde of summoned monsters; the monsters have 
nothing to lose, so rahi die ie to bring the Worm 


advanced mage (though not qui 


the mighty beast. 


for the Sabretooth Tiger, it attacked alone and was 
quickly consumed. It looks like Jason is a monochro- 
matic wizard, concentrating mainly on the powers 
of green magic. 

Now, on to the finale of issue #1. The action picks up 
as Jason and Freyalise (the Court Mage of the Glacier 
Kingdom) square off in what promises to be an intense 
duel. 'Alise draws first blood, popping Jason with a 
Flare—a sort of limited Fireball—which the comic 
reflects fairly well. Jason takes some geographical 
cover as he brings out a Wall of Pine Needles to hide 
behind. Though this won't stop the direct damage, any 
creature that 'Alise sends will have to deal with it. 

Freyalise spends her “turn” pleading for Jason to 
yleld, Jason takes advantage of this to get down to 
business; he summons a Woolly Spider. Apparently, 
before ‘Alise can react, the nefarious Tevesh Szat casts 
a Hurricane into the fray, sending them flying. (By the 
way, the Hurricane was treated well; it only damages 
flying creatures and the players.) Seeing as how the 
Spider was not flying, it was appropriate to see it 
survive the chaos. Indeed, the Spider begins to bear 
down on ‘Alise as she brings forth a Grizzled 
Wolverine. The monsters kill each other as the stakes 
get even higher. 

As the spells get more nasty, some artistic license 
must be extended to the creators. Following a 
devastating Lava Burst by ‘Alise, Jason responds by 
sting an Icequake, nearly killing himself and causing 
peporent to fall to her apparent death. Now, as I 


refered to in the upcoming Ice Age 
ko and his Staff of Ice Lords, 
sdom of Storgard itself, to name a 


ah i La 
The Duelist is the official Deckmaster magazine 
published by Wizards of the Coast, the makers of — 


Looking back at the battle, that must 


lists, strategy articles, rules variants, reviews, and 
“Magic: The Puzzling.” Artist profiles, beautiful full 
color artwork, the latest Magic news...it all comes your 
way in The Duelist. 


Writer/Editor 
When I stepped into the pala- 
tial offices of Wizards of the 


Coast, was like tumbling 
through the looking glass! What 
appeared to be a high-tech 
industrial park on the outskirts 
of Seattle, turned out to be a 


who's ever loved comics, gam- 
ing, music and fantasy would 
love to work. Ae 's a place where aliens, dinosaurs, vam- 
pires and gothic rock intermingle, and all the root 
beer you could ever want is on tap in the employee 
funch room! 


The people at Wizards of the Coast respond tointel- 
ligence and passion. They had listened to a lot of 


pitches to do a Magic: The Gathering comic book, but 
they chose Acclaim Comics because they truly 


believed we had the passion to do Magic right! It's my _ 
job to see to it that we do just that, so here’s what you _ 


_ expect: 


. Stories that incorporate the Magic cards into 


Wisards of the Coast's official history and chronology. 
2. Articles previews in the back of each of our 
issues, takin i behind the scenes at both Armada 
rds of the Coast. You'll learn about 
ach of the miniseries, as well as tips on 
how to better construct your Magic decks. 
3. More information about the world of Dominaria, 
its many lands and the heroes, villains and creatures 
that populate them. 
| Xe put be able to enjoy each of our miniseries indi- 
lually, but just wait ’til you start stringing them 


ortents will clue you into major upcoming 
events. Clever readers will be rewarded, so do write! 
1s knows? Your letter may be published. And cool 


-) 


are due: I'd like to thank » th 


mics in Finee : oe for 


the first Magic novel. 
And finally, I'd like to close with a special thanks to 
Mike Tuccinard, Frank Bozyan, and Rafael Soler for 
their hard work in production on the Magic books. 
_ They're not listed in the big staff box at the end of this 
editorial, but I felt their extra round-the-clock effort 
_. makes them worth a round of applause. 


st 


Armada readers are going to want to check out 
some of the hot books coming out under our sister 
imprint, Valiant. The folks over at Valiant are shaking 
things up with their KE! renaissance. 
They've imported some of the hottest talent in comics 
to work on fresh angles and great stories featuring 
some of comics’ most intriguing characters. Here are 
a ad samples: 

, a key creator in me life oth —_ 
of E ideoiae takes on Solar, Man of the Atom 


dream world, where anyone : 


gether! Bigger mysteries will begin to unfold. Hints 


dwin’s Ice Warrior, could find 


What would you do if you suddenly found yourse! 
with the powers of a god? Strap in for a wild ride th 
will tear down everything you knew about Phil 
Seleski as he struggles to answer that very question! 
dy Smith, and Ron Marz helm X-0 
the adventures of a barbarian warrior who 
contrat the most powerful weapon ever—a sentient 
suit of alien armor. Sears, Smith and Marz promise — 
new levels of art and storytelling that will keep fans, 
old and new, coming back for more! 
etogle and Sean Chen join Kevin 
in chronicling the monthly adventures of Blood 
A nanite-enhanced former Mafia hitman, Bloodshot 
now fights the good fight to pay penance for his evil 
past. Breyfogle, Chen and VanHook welcome the 
chance to test Bloodshot’s limits by blurring the line 
between man and machine! 

_ The action doesn’ t stop there as top talents such as 
rd Chang, Mike Manley, Paul — 
s, and Bob Hall each lend their 


. xT 


Ice ee on the World or 
Magic: The Gathering : 


Centuries after the fall of the Glacier Kingdom, the 
world of Dominaria has warmed to the point where a 
new and wondrous civilization has risen. The Knights 
of Kjeldor have set out to explore their world—and rid 
it of those who would use sorcery to keep it a frozen 
wasteland. This is the story of one such order of 
knights, who now face their greatest enemy: the malev- 
olent magus Lim-dil, who is using his vast power to 
raise an army of the undead to see to it that Kjeldor is 
crushed forever! “The Frozen Dead” has a painted 
cover by Charles Wess, and includes a Magic: The 
Gathering — Ice Age Expansion Deck preview card. 


On the world of 
se or) Dominaria, in the land ii " President/Publisher. 
Mi known as Stonehaven, an n : 
infant named Jared is : 
rescued from a spectacular 
, magic duel, and cared for by 

a lowly Spelisquire. In the 

years to come, the old man Senior VP 
' prepares the boy to take P ' , 
vengeance upon the im- 
mensely powerful Planes- 
walker who slew Jared’s = CRUD & GEAR VALE ASS 
father. The haunted and Uiauimgincid ma igscs 


Senior V.P. 
Editor-in-Chief 


lonely victim of a Soul ] j 

Syphon spell, Jared must Executive Editor 
solve the mystery of the i ¢ | 
Aster Fail, a nefarious Circulation Manager 


scheme which threatens all 
of Dominaria. But the 
7 Shadow Mage must come to 
terms with the incredible 
forces at his command 
he can tap the five 
ands, and duel the 
eswalker, himself! 


Line Editor 


Assistant Editor 


Designer _ 


Consulting Story Editor 


Anson (turloon ¥ : ne onsulting Graphics Editors 
ged with a booster pack o 
len Empires cards! 


Consulting Rules Editors 


Something lurks around the corner. 
Follow the team into the heart of urban darkness and 


supernatural terror in T. 
Special preview coming in Ice Age #2 and Shadow Mage #3. 
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